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4HE OPENING  CHAPTER  IN  THIS  BOOK DESCRIBES HOW 4AYLOR  ENTERED 
%VER1UEST HER CHOICE OF AVATAR AND HOW THIS IMPACTED UPON HER GAME 
D T Q N O D @ M  I N T Q M @ K  N E












































































4HIS BOOK  IS NOT  TERRIBLY  LONG AND  INCLUDING NOTES AND REFERENCES 
COMES IN AT UNDER  PAGES ) WOULD SUGGEST THAT IT WOULD WORK WELL WITH 
UNDERGRADUATE FIELDWORK OR QUALITATIVE RESEARCH METHODOLOGY STUDENTS AS 
WELL AS STUDENTS OF ONLINE OR GAMES COURSES OR MORE GENERAL MEDIA STUDIES 
AND POPULAR CULTURE COURSES 3OME OF  THE BOOK DRAWS UPON PREVIOUSLY 
PUBLISHED WORK BUT THIS PUBLICATION SHOULD BRING THIS VALUABLE WORK TO 
A NEW COHORT OF STUDENTS AND HELP TO CONTEXTUALIZE THE CURRENT FOCUS IN 
GAME STUDIES ON 7ORLD OF 7ARCRAFT
!PHRA +ERR
.ATIONAL 5NIVERSITY OF )RELAND -AYNOOTH )RELAND
